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Assign the following to 
the stat of your choice: 
+2, +1, +0, +0, -1 
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The Happiest APOCALYPSE On Earth 


BASIC MOVES: 


Bare Your Teeth and Ambitions (roll +Wicked/+Pal) 


When you want to influence someone through intimidation, tell 
them how you present yourself and then roll +wicked. Roll +pal 
when moving against another player character. 
¢ On a 7+ an NPC will do what you want, within reason and a 
PC must be bold and daring or suffer -1 forward on the next move 
involving you if he or she refuses 
© On a 10+ choose an extra effect: 
¢ You make the character ridiculously frightened (+1shoc 
¢ You stun the character with your threat (-1forward) 
e¢ You make an NPC hide or run away, or you gain 
+1 experience if a PC agrees to do what was wanted 
¢ On a 6 or less you fail to intimidate the NPC, and for a PC you 
can choose to take +1experience and suffer a -1pal with the PC, 
and they can do the same. 


Be Bold and Daring (roll +Brave) 


When you need to do something while the stakes are high, roll 

+brave. 

© On a 10+ you keep calm and do what you need to do. 

© On 7-9 your courage falters, so while you manage to do what you 
need to do, something else goes wrong. 

© Ona 6 or less, prepare for the worst. 





Break Some Femurs (roll +Wicked) 


When you want to physically attack someone, roll +wicked. 
¢ Ona 7+, you inflict harm according to the rating of your weapon 
(or if not applicable, the established dangers in the game), and 
your enemy inflicts their attack’s harm rating on you. 
© On a 10+ choose an extra effect: 
eTake +1 forward, or give +1forward to another character. 
¢ You inflict terrible harm (+1harm). 
© You suffer less harm (-1harm). 
¢ You physically force them where you want them. 
¢ You impress, dismay, or frighten them and they get +1shock. 
© Ona 6 or less the Narrator gives you the choice to suffer terrible 
harm (+1harm), suffer shock (+1shock), or suffer a terrible setback 
(-2forward). 


(Basic Moves Continued...) 
Charm A Heart Into Deciding (roll +Sweet/+Pal) 


When you want to charm, persuade, manipulate, or seduce 

someone, tell him or her what you want to do and then roll +sweet 

with NPCs or roll +pal with player characters. 

¢ On a 10+, an NPC will comply if you promise them to do 
something they want, a PC gets +1experience and +1pal with you 
if he or she complies. 

© On a 7-9, an NPC will do it but only if you do something they 
want for them right then and there to show that you mean it; a PC 
will get +1pal with you if they do what you asked. 

© On 6 or less, an NPC is offended or enraged at your audacity and 
will react accordingly; a PC gets +1experience if they decide not 
to do what you ask. 


Dig a Little Deeper (roll +Wise/+Pal) 


When you ask something and closely observe responding behavior, 
roll +wise for an NPC, or +pal for a player character. 
¢ Ona 10+, hold 2. On a 7-9, hold 1. When you are talking or 
engaging with the person, spend your hold to ask the Narrator or 
the Player questions, 1 for 1. 
¢ Are you telling the truth? 
¢ What are you really feeling? 
¢ What do you intend to do? 
¢ What do you wish I’d do? 
¢ What do you not want me to know? 
¢ How could I get you to ? 
© On 6 or less prepare for a terrible reaction, and if missed against 
a player, he or she gets +1experience for not answering. 


Find Something There That Wasn't There Before (roll +Wise) 


When you want to search to find something you didn’t see before, 
roll +wise. On a 10+ hold 2, and on a 7-9 hold 1. 1 hold can be 
spent to ask the Narrator one of the following questions. 

¢ What happened here? 

¢ What here is useful? 

¢ How much time has passed? 

¢ Which enemy is the biggest threat? 

¢ Is there something secret or hidden about this? 

¢ What or who should I be on the lookout for? 

If you act on the answers, you take +1ongoing as you act using the 
relevant information. On 6 or less, the Narrator gives you a choice 
between a missed opportunity, a horrible distraction or delay, or a 
difficult obstacle. 


Go the Distance (roll +Stout) 


When you want to accomplish a physical feat or an act of strength 
or endurance, roll +stout. 
© On 10+ succeed in the physical feat and take no harm yourself 
¢ On 7-9 you succeed in the physical feat, but must choose one of 
the following: 
¢ You take +1harm 
If someone is near you, he or she takes +1harm 
* You avoid harm but stumble, taking -2forward 
* On 6 or less, prepare for the worst. 


Help a Friend Get Unstuck/Stick it to a Friend (roll +Variable) 


When you want to help a player character who is in trouble or you 

want to make things difficult on a player character that is succeed- 

ing, roll the pal stat you have with that character. 

¢ Ona 10+ they take +2 (get a friend unstuck) or -2 (stick it to a 
friend) to their roll (or to the roll that just prompted this move). 

¢ Ona 7-9, they take +1 (get a friend unstuck) or -1 (stick it to a 
friend) to their roll (or to the roll that just prompted this move). 

© Ona 6 or less you make a mess of things. 


Wish Upon a Star (roll -Twinkle) 


When you make a wish in Mouse Park to better your situation, 
you may choose to negate all harm, negate all shock, or reroll a die 
roll you just made. Every time you do this you earn +1twinkle—a 
debt to the powers of Mouse Park. When you get to 3 twinkles, 
you’ve exhausted the park’s generosity and a horrible doom befalls 
you causing either +1trauma or +linjury. Once you’ve suffered the 
trauma or injury, your debt is paid and all twinkles are then erased. 





ee 
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GUEST MOVES: 


Control Your Destiny (roll +Brave) 


I Move to reveal loopholes in Mouse Park policy to get away with 
| doing something wrong or against the rules in the park, Roll +Brave. 
| On a 10+ you are left alone to do whatever it was they “thought” 
was against the rules but was apparently not. On 7-9, they let you 
pass or look the other way with a warning not to do it again, and 
they close the loophole so you won’t be able to try taking advantage 
of it in the future. On a 6 or less, you are caught and the natural and 


terrible consequences take place. 


| 
Know What Fire Is and The Word “Burn.” (roll +Wise) 


Roll +Wise to find the truth of something. On a 10+, hold 3. On a 
7-9, hold 1. When you want to find hidden meaning in something at 
Mouse Park, spend your hold to ask the Narrator questions, 1 for 1. 
Is this what it appears to be? 

© Will this hurt someone? 

¢ Will this help someone? 

© What is the purpose of this? 

° How can I use this to help my situation? 

© How do I get rid of this? 


Find the Second Star to the Right (roll +Wise) 


| Move to access your internal map of Mouse Park and know 
| immediately the quickest or most efficient way to a destination. 
| Roll +Wise. On a 10+ hold 3, on a 7-9, hold 1. When you want 
jt find the best way through, spend your hold to ask the Narrator 
| questions, 1 for 1. 
| © What is the quickest way to get to a destination? 
| © What is the best way to get to a destination without being seen? 
| © What is the path of least resistance? 
| ° Where is the best place to hide? 
° What is the best way to escape? 

y © What is the best way to lose those that are following me? 

If you act on the answers, you get a +longoing as you move using 

the relevant information. On a 6 or less you chose the worst way 
l through and will get a -1forward until you make it to your intended 


I destination. 
1 


Say a Wonderful Phrase (roll +Sweet) 


Whenever you say a wonderful Mouse Park phrase to a Mousineer 
in costume, he or she or it will sign an autograph for you, which 
can be used to help you later. Whenever you get an autograph in 
this way, roll +Sweet. On a 10+ hold 2, on a 7-9, hold 1. On 6 or 
less, gain experience but you do not get an autograph. When you 
want to protect yourself from something in Mouse Park, spend your 
hold for an effect. 

© Negate harm on yourself or another character (1 hold for -1harm) 

© Negate shock on yourself or another character (1 hold for -1shock) 

¢ Add a ward on yourself or another character (1 hold for +1ward) 


© Negate Twinkle on yourself or another character (1 hold for -1 Twinkle) 


! Be a Guest (roll +Sweet) 


Your standing as an annual passholder with Mouse Park gives you 


certain advantages and perks. Get +1ongoing with any Mousineer. 


The Happiest APOCALYPSE On Earth 
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| GUEST MOVES: 


Control Your Destiny (roll +Brave) 


Move to reveal loopholes in Mouse Park policy to get away with 
doing something wrong or against the rules in the park, Roll +Brave. 
On a 10+ you are left alone to do whatever it was they “thought” 
was against the rules but was apparently not. On 7-9, they let you 
pass or look the other way with a warning not to do it again, and 
they close the loophole so you won’t be able to try taking advantage 
of it in the future. On a 6 or less, you are caught and the natural and 


terrible consequences take place. 


Know What Fire Is and The Word “Burn.” (roll +Wise) 


Roll +Wise to find the truth of something. On a 10+, hold 3. Ona 
7-9, hold 1. When you want to find hidden meaning in something at 
Mouse Park, spend your hold to ask the Narrator questions, 1 for 1. 
Is this what it appears to be? 

© Will this hurt someone? 

¢ Will this help someone? 

° What is the purpose of this? 

° How can I use this to help my situation? 

© How do I get rid of this? 


Find the Second Star to the Right (roll +Wise) 


Move to access your internal map of Mouse Park and know 
immediately the quickest or most efficient way to a destination. 
Roll +Wise. On a 10+ hold 3, on a 7-9, hold 1. When you want 
to find the best way through, spend your hold to ask the Narrator 
questions, 1 for 1. 

¢ What is the quickest way to get to a destination? 

¢ What is the best way to get to a destination without being seen? 

° What is the path of least resistance? 

° Where is the best place to hide? 

° What is the best way to escape? 

¢ What is the best way to lose those that are following me? 
If you act on the answers, you get a +longoing as you move using 
the relevant information. On a 6 or less you chose the worst way 
through and will get a -1forward until you make it to your intended 


destination. 


Say a Wonderful Phrase (roll +Sweet) 


Whenever you say a wonderful Mouse Park phrase to a Mousineer 
in costume, he or she or it will sign an autograph for you, which 
can be used to help you later. Whenever you get an autograph in 
this way, roll +Sweet. On a 10+ hold 2, on a 7-9, hold 1. On 6 or 
less, gain experience but you do not get an autograph. When you 
want to protect yourself from something in Mouse Park, spend your 
hold for an effect. 
© Negate harm on yourself or another character (1 hold for -1harm) 
° Negate shock on yourself or another character (1 hold for -1shock) 
¢ Add a ward on yourself or another character (1 hold for +1ward) 
 Negate Twinkle on yourself or another character (1 hold for -1 Twinkle) 


Be a Guest (roll +Sweet) 


Your standing as an annual passholder with Mouse Park gives you 


certain advantages and perks. Get +1ongoing with any Mousineer. 


;GUESTMOVES: ==” 


Control Your Destiny (roll +Brave) 


Move to reveal loopholes in Mouse Park policy to get away with 
doing something wrong or against the rules in the park, Roll +Brave. 
On a 10+ you are left alone to do whatever it was they “thought” 
was against the rules but was apparently not. On 7-9, they let you 
pass or look the other way with a warning not to do it again, and 
they close the loophole so you won’t be able to try taking advantage 
of it in the future. On a 6 or less, you are caught and the natural and 


terrible consequences take place. 


Know What Fire Is and The Word “Burn.” (roll +Wise) 
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| Roll +Wise to find the truth of something. On a 10+, hold 3. Ona 
| 7-9, hold 1. When you want to find hidden meaning in something at 
| Mouse Park, spend your hold to ask the Narrator questions, 1 for 1. 
| Is this what it appears to be? 

iL Will this hurt someone? 

| ° Will this help someone? 

| © What is the purpose of this? 

| ° How can I use this to help my situation? 

| © How do I get rid of this? 

| Find the Second Star to the Right (roll +Wise) 
y Move to access your internal map of Mouse Park and know 
y immediately the quickest or most efficient way to a destination. 
| Roll +Wise. On a 10+ hold 3, on a 7-9, hold 1. When you want 
I to find the best way through, spend your hold to ask the Narrator 
I questions, 1 for 1. 

| © What is the quickest way to get to a destination? 

| © What is the best way to get to a destination without being seen? 
| © What is the path of least resistance? 

| ° Where is the best place to hide? 

| ° What is the best way to escape? 

| ° What is the best way to lose those that are following me? 

| If you act on the answers, you get a +longoing as you move using 
| the relevant information. On a 6 or less you chose the worst way 
| through and will get a -1forward until you make it to your intended 
| 
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destination. 


Say a Wonderful Phrase (roll +Sweet) 


Whenever you say a wonderful Mouse Park phrase to a Mousineer 
in costume, he or she or it will sign an autograph for you, which 
can be used to help you later. Whenever you get an autograph in 
I this way, roll +Sweet. On a 10+ hold 2, on a 7-9, hold 1. On 6 or 
less, gain experience but you do not get an autograph. When you 
I want to protect yourself from something in Mouse Park, spend your 
| hold for an effect. 
| © Negate harm on yourself or another character (1 hold for -1harm) 
| © Negate shock on yourself or another character (1 hold for -1shock) 
| © Add award on yourself or another character (1 hold for +1ward) 
| © Negate Twinkle on yourself or another character (1 hold for -1 Twinkle) 
I 
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Be a Guest (roll +Sweet) 


| Your standing as an annual passholder with Mouse Park gives you 


| certain advantages and perks. Get +1longoing with any Mousineer. 
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GUEST MOVES: ] 


Control Your Destiny (roll +Brave) 


Move to reveal loopholes in Mouse Park policy to get away with I 
doing something wrong or against the rules in the park, Roll +Brave. 
On a 10+ you are left alone to do whatever it was they “thought” 
was against the rules but was apparently not. On 7-9, they let you 
pass or look the other way with a warning not to do it again, and 
they close the loophole so you won’t be able to try taking advantage 
of it in the future. On a 6 or less, you are caught and the natural and 


terrible consequences take place. 


Know What Fire Is and The Word “Burn.” (roll +Wise) 


Roll +Wise to find the truth of something. On a 10+, hold 3. On a 
7-9, hold 1. When you want to find hidden meaning in something at 





Mouse Park, spend your hold to ask the Narrator questions, 1 for 1. 
Is this what it appears to be? 

¢ Will this hurt someone? 

¢ Will this help someone? 

© What is the purpose of this? 

¢ How can I use this to help my situation? 

¢ How do I get rid of this? 


Find the Second Star to the Right (roll +Wise) 


Move to access your internal map of Mouse Park and know 
immediately the quickest or most efficient way to a destination. 
Roll +Wise. On a 10+ hold 3, on a 7-9, hold 1. When you want 
to find the best way through, spend your hold to ask the Narrator 
questions, 1 for 1. 

¢ What is the quickest way to get to a destination? 

¢ What is the best way to get to a destination without being seen? 

¢ What is the path of least resistance? 

¢ Where is the best place to hide? 

¢ What is the best way to escape? 

¢ What is the best way to lose those that are following me? 
If you act on the answers, you get a +longoing as you move using 
the relevant information. On a 6 or less you chose the worst way 
through and will get a -1forward until you make it to your intended 


destination. 


Say a Wonderful Phrase (roll +Sweet) | 


Whenever you say a wonderful Mouse Park phrase to a Mousineer | 
in costume, he or she or it will sign an autograph for you, which | 
can be used to help you later. Whenever you get an autograph in | 
this way, roll +Sweet. On a 10+ hold 2, on a 7-9, hold 1. On 6 or | 
less, gain experience but you do not get an autograph. When you | 
want to protect yourself from something in Mouse Park, spend your | 
hold for an effect. | 
© Negate harm on yourself or another character (1 hold for -1harm) | 
 Negate shock on yourself or another character (1 hold for -1shock) | 
¢ Add a ward on yourself or another character (1 hold for +1ward) 
° Negate Twinkle on yourself or another character (1 hold for -1 Twinkle) | 


Be a Guest (roll +Sweet) 


Your standing as an annual passholder with Mouse Park gives you 


certain advantages and perks. Get +longoing with any Mousineer. 


3<. Cut on dotted line and paste into Moves section of your character sheet 


| Paint with the Colors of the Wind (roll +Stout) 


| When you provide a Mouse Park-inspired metaphor to inspire 

| someone before they make a move, roll +wise. On a 10+ you 

| inspire the character, and the wisdom you impart makes them 
a better person so they get +lexperience and +1forward. On a 
7-9 you inspire the character and they get +1forward. On a 6 or 
less you don’t inspire the character, and they can choose to gain 
+lexperience to take -1pal with you. 


Wish a Dream (roll +Twinkle) 
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I 

| 

| When a character is trying to wish upon a star, touch them, or hold 

| their hands, to get a blessing from the Great Mouse. Roll +Twinkle. 

| On a 7+, the wish does not add a Twinkle to the character. On a 
10+, you get -1Twinkle because the mouse loves you. On a 6 or 

| less, the wish proceeds as normal, the character gets +1 Twinkle and 

so do you. 

I 

I 

I 


Remove the Strings That Hold You Down (Special Effect) 


Once per day you can Wish Upon A Star without accumulating a 
Twinkle. 


| Fill the World With Sunshine (roll +Twinkle) 


Move when you want to use your innate understanding of the 


| character. This is not the same as “Wish Upon a Star” and does not 


power of the Great Mouse to affect your environment or another 


| accrue a Twinkle unless you fail. Roll +Twinkle (it is more effective 
| the more wishes you have used). 
| 
On a 10+ choose one of the following effects 
¢ Magical energy blasts from your fingertips or hands and strikes 
a character, causing -2 harm 
° Create a horrible vision that inflicts -2 shock on a character 
° A shield of magical energy deflects up to 2 harm that was just given 
© Ward up to 2 shock that was just given 
Magical blessing gives you or a character +1forward for the next hour 
© Magical aura adds +1 armor for the next hour 


On a 7-9, choose one of the following effects. 

° Magical energy blasts from your fingertips or hands and strikes 
a character, causing -1 harm 

° Create a terrible vision that inflicts -1 shock on a character 

¢ A shield of magical energy deflects up to 1 harm that was just given 

© Ward up to 1 shock that was just given 

¢ Magical blessing gives you or a character +1 forward for the 
next minute 


© Magical aura adds +1 armor for the next minute 


I On a 6 or less, there is no effect and you gain a Twinkle. 


I 
| Find Beauty from Within (roll +Sweet) 


| Move to engineer a miracle, using whimsy, art, or some sort of 
| theatrics or attraction that can be used once like Wish Upon a Star, 
but without accumulating Twinkle. Roll +Sweet. 


On a 10+ you’re able to create a miracle as intended right away and 
negate harm, shock, or reroll a die. On a 7-9, you’re able to create 


an unintended consequence also occurs that causes a new problem, 


I a miracle as intended and negate harm, shock, or reroll a die, but 
| delay, or too much attention. On a 6 or less, you fail to create the 


miracle and you gain +1 Twinkle for disrupting the Great Mouse. 


The Happiest APOCALYPSE On Earth 
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; MOUSINEER MOVES: 
Paint with the Colors of the Wind (roll +Stout) 


When you provide a Mouse Park-inspired metaphor to inspire 
someone before they make a move, roll +wise. On a 10+ you 
inspire the character, and the wisdom you impart makes them 
a better person so they get +lexperience and +1forward. On a 
7-9 you inspire the character and they get +1forward. On a 6 or 
less you don’t inspire the character, and they can choose to gain 
+lexperience to take -1pal with you. 


Wish a Dream (roll +Twinkle) 


When a character is trying to wish upon a star, touch them, or hold 
their hands, to get a blessing from the Great Mouse. Roll +Twinkle. 
On a 7+, the wish does not add a Twinkle to the character. On a 
10+, you get -1Twinkle because the mouse loves you. On a 6 or 
less, the wish proceeds as normal, the character gets +1 Twinkle and 
so do you. 


Remove the Strings That Hold You Down (Special Effect) 


Once per day you can Wish Upon A Star without accumulating a 
Twinkle. 


Fill the World With Sunshine (roll +Twinkle) 


Move when you want to use your innate understanding of the 
power of the Great Mouse to affect your environment or another 
character. This is not the same as “Wish Upon a Star” and does not 
accrue a Twinkle unless you fail. Roll +Twinkle (it is more effective 
the more wishes you have used). 


On a 10+ choose one of the following effects 


a character, causing -2 harm 
° Create a horrible vision that inflicts -2 shock on a character 
° A shield of magical energy deflects up to 2 harm that was just given 
© Ward up to 2 shock that was just given 
Magical blessing gives you or a character +1forward for the next hour 
© Magical aura adds +1 armor for the next hour 


On a 7-9, choose one of the following effects. 

° Magical energy blasts from your fingertips or hands and strikes 
a character, causing -1 harm 

° Create a terrible vision that inflicts -1 shock on a character 

¢ A shield of magical energy deflects up to 1 harm that was just given 

© Ward up to 1 shock that was just given 

¢ Magical blessing gives you or a character +1 forward for the 
next minute 

© Magical aura adds +1 armor for the next minute 


On a 6 or less, there is no effect and you gain a Twinkle. 


Find Beauty from Within (roll +Sweet) 


Move to engineer a miracle, using whimsy, art, or some sort of 
theatrics or attraction that can be used once like Wish Upon a Star, 
but without accumulating Twinkle. Roll +Sweet. 


On a 10+ you’re able to create a miracle as intended right away and 
negate harm, shock, or reroll a die. On a 7-9, you’re able to create 
a miracle as intended and negate harm, shock, or reroll a die, but 
an unintended consequence also occurs that causes a new problem, 
delay, or too much attention. On a 6 or less, you fail to create the 
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miracle and you gain +1 Twinkle for disrupting the Great Mouse. 


MOUSINEER MOVES: 
Paint with the Colors of the Wind (roll +Stout) 


When you provide a Mouse Park-inspired metaphor to inspire 
someone before they make a move, roll +wise. On a 10+ you 
inspire the character, and the wisdom you impart makes them 
a better person so they get +lexperience and +1forward. On a 
7-9 you inspire the character and they get +1forward. On a 6 or 
less you don’t inspire the character, and they can choose to gain 
+lexperience to take -1pal with you. 


Wish a Dream (roll +Twinkle) 


When a character is trying to wish upon a star, touch them, or hold 
their hands, to get a blessing from the Great Mouse. Roll +Twinkle. 
On a 7+, the wish does not add a Twinkle to the character. On a 
10+, you get -1Twinkle because the mouse loves you. On a 6 or 
less, the wish proceeds as normal, the character gets +1 Twinkle and 
so do you. 


Remove the Strings That Hold You Down (Special Effect) 


Once per day you can Wish Upon A Star without accumulating a 
Twinkle. 


Fill the World With Sunshine (roll +Twinkle) 


Move when you want to use your innate understanding of the 
power of the Great Mouse to affect your environment or another 
character. This is not the same as “Wish Upon a Star” and does not 
accrue a Twinkle unless you fail. Roll +Twinkle (it is more effective 
the more wishes you have used). 


On a 10+ choose one of the following effects 

¢ Magical energy blasts from your fingertips or hands and strikes 
a character, causing -2 harm 

° Create a horrible vision that inflicts -2 shock on a character 
° A shield of magical energy deflects up to 2 harm that was just given 
© Ward up to 2 shock that was just given 
¢ Magical blessing gives you or a character +1 forward for the next hour 
© Magical aura adds +1 armor for the next hour 


On a 7-9, choose one of the following effects. 

¢ Magical energy blasts from your fingertips or hands and strikes 
a character, causing -1 harm 

° Create a terrible vision that inflicts -1 shock on a character 

¢ A shield of magical energy deflects up to 1 harm that was just given 

© Ward up to 1 shock that was just given 

¢ Magical blessing gives you or a character +1forward for the 
next minute 

¢ Magical aura adds +1 armor for the next minute 


On a 6 or less, there is no effect and you gain a Twinkle. 


Find Beauty from Within (roll +Sweet) 


Move to engineer a miracle, using whimsy, art, or some sort of 
theatrics or attraction that can be used once like Wish Upon a Star, 
but without accumulating Twinkle. Roll +Sweet. 


On a 10+ you're able to create a miracle as intended right away and 
negate harm, shock, or reroll a die. On a 7-9, you’re able to create 
a miracle as intended and negate harm, shock, or reroll a die, but 
an unintended consequence also occurs that causes a new problem, 
delay, or too much attention. On a 6 or less, you fail to create the 
miracle and you gain +1 Twinkle for disrupting the Great Mouse. 


| MOUSINEER MOVES: 


I 
| Paint with the Colors of the Wind (roll +Stout) 


When you provide a Mouse Park-inspired metaphor to inspire 
someone before they make a move, roll +wise. On a 10+ you 
inspire the character, and the wisdom you impart makes them 
a better person so they get +lexperience and +1forward. On a 
7-9 you inspire the character and they get +1forward. On a 6 or 
less you don’t inspire the character, and they can choose to gain 
+lexperience to take -1pal with you. 


Wish a Dream (roll +Twinkle) 


When a character is trying to wish upon a star, touch them, or hold 
their hands, to get a blessing from the Great Mouse. Roll +Twinkle. 
On a 7+, the wish does not add a Twinkle to the character. On a 
10+, you get -1Twinkle because the mouse loves you. On a 6 or 
less, the wish proceeds as normal, the character gets +1 Twinkle and 
so do you. 


Remove the Strings That Hold You Down (Special Effect) 


Once per day you can Wish Upon A Star without accumulating a 
Twinkle. 


Fill the World With Sunshine (roll +Twinkle) 


Move when you want to use your innate understanding of the 
power of the Great Mouse to affect your environment or another 
character. This is not the same as “Wish Upon a Star” and does not 
accrue a Twinkle unless you fail. Roll +Twinkle (it is more effective 
the more wishes you have used). 


On a 10+ choose one of the following effects 
¢ Magical energy blasts from your fingertips or hands and strikes 


© Create a horrible vision that inflicts -2 shock on a character 

¢ A shield of magical energy deflects up to 2 harm that was just given 
© Ward up to 2 shock that was just given 

° Magical blessing gives you or a character +1 forward for the next hour 
¢ Magical aura adds +1 armor for the next hour 


On a 7-9, choose one of the following effects. 

¢ Magical energy blasts from your fingertips or hands and strikes 
a character, causing -1 harm 

° Create a terrible vision that inflicts -1 shock on a character 

¢ A shield of magical energy deflects up to 1 harm that was just given 

© Ward up to 1 shock that was just given 

° Magical blessing gives you or a character +1forward for the 
next minute 

¢ Magical aura adds +1 armor for the next minute 


On a 6 or less, there is no effect and you gain a Twinkle. 


Find Beauty from Within (roll +Sweet) 


Move to engineer a miracle, using whimsy, art, or some sort of 
theatrics or attraction that can be used once like Wish Upon a Star, 
but without accumulating Twinkle. Roll +Sweet. 


On a 10+ you’re able to create a miracle as intended right away and 
negate harm, shock, or reroll a die. On a 7-9, you’re able to create 
a miracle as intended and negate harm, shock, or reroll a die, but 
an unintended consequence also occurs that causes a new problem, 
delay, or too much attention. On a 6 or less, you fail to create the 
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miracle and you gain +1 Twinkle for disrupting the Great Mouse. 


3<. Cut on dotted line and paste into Moves section of your character sheet 


| SANGUINE (enthusiastic, emotional, social) 
| 


Hold Your Banner High (roll +Brave) 


Roll +brave when you want to inspire with rallying words or song | 
and improve a character’s moves. On a 7+, anyone within the 
sound of your voice gets a +1forward. On 10+ choose one extra 
effect: You get +lexperience for being so awe-inspiring. Player 
characters that are inspired by you get +1experience for going | 
along with what you say. On a 6 or less you fail to inspire them, | 
prepare for a terrible reaction and PCs get +lexperience for | 
ignoring or mocking you. 


Since everyone is your friend, you can choose to use +Sweet on | 
every move that uses +Pal. I 


Be Brave Enough to See Your Fate (roll +Brave) 


After you or someone in your group fails a move using +Stout, 
you can try the same move again but use +Brave instead. 


| 
| 
| 
| 
| 
| 
| 
| 
Welcome to Your Family (Stat Swap) 
I 
I 
| 
| 
| 
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Hold Your Banner High (roll +Brave) 


Roll +Brave when you want to inspire with rallying words or 
song and improve a character’s moves. On a 7+, anyone within 
the sound of your voice gets a +1forward. On 10+ choose one | 
extra effect: You get +1Experience for being so awe-inspiring or I 
player characters that are inspired by you get +1Experience for 

going along with what you say. On a 6 or less, you fail to inspire I 
them, prepare for a terrible reaction and PCs get +1Experience l 
for ignoring or mocking you. | 


Welcome to Your Family (Stat Swap) 


Since everyone is your friend, you can choose to use +Sweet on 
every move that uses +Pal. 


Be Brave Enough to See Your Fate (roll +Brave) 


After you or someone in your group fails a move using +Stout, 
you can try the same move again but use +Brave instead. 


SANGUINE (enthusiastic, emotional, social) | 


Hold Your Banner High (roll +Brave) l 
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| Roll +Brave when you want to inspire with rallying words or | 

I song and improve a character’s moves. On a 7+, anyone within 

| the sound of your voice gets a +1forward. On 10+ choose one 

| extra effect: You get +1Experience for being so awe-inspiring or 

| player characters that are inspired by you get +1Experience for | 
going along with what you say. On a 6 or less, you fail to inspire | 
them, prepare for a terrible reaction an s get +1Experience 
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Welcome to Your Family (Stat Swap) 


Since everyone is your friend, you can choose to use +Sweet on 
every move that uses +Pal. 


After you or someone in your group fails a move using +Stout, 
yf uf > 
you can try the same move again but use +Brave instead. 


l 
| 
I 
I 
Be Brave Enough to See Your Fate (roll +Brave) 
l 
l 
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The Happiest APOCALYPSE On Earth 


Expose Those Who Don’t Think (roll +Wicked) 


Move when a character does something that you are not happy 
about. Insult them and then roll +Wicked. On 10+ the character 
you insulted is dismayed, and the character takes +1shock. On a 
7-9 the character you insulted is debilitatingly angry, and a PC 
gets a -1Forward. On a 6 or less, prepare for a terrible reaction. 
If you miss against a PC, they get +1Experience for taking a -1Pal 
with you. 


Show How Snakelike You Can Be (Move Bonus) 


Get a +1 to your “Bare Your Teeth and Ambitions” move by 
including an empty and ridiculous threat. 


Let It Go (Move Bonus) 


Get a +1 to harm whenever you fight angry. 


|  CHOLERIC (short-tempered, leading, confident) MELANCHOLIC (anadvtical, wise, quiet) i 


Find Out What All This Is (roll +Wise) 


Roll +Wise. On a 7+ you find the information you were looking for. 
On a 10+ can choose an additional affect: You discovered a litany of ] 
information and so all of your moves as a result gets a +1forward; 
The Narrator reveals another secret that you were not looking for; 
or your research explains a great deal more, restoring -1Shock. On 
a 6 or less you get a -1forward while taking: future moves using the | 
information. 


PHLEGMATIC (meek, relaxed, peaceful) 


Let Your Conscious Be Your Guide (Stat Swap) 


Use inspirational mannerisms, techniques, quotes or idioms to help 
prove your point, and you use roll+Wise instead of roll +Sweet when 


| you move to “Charm A Heart Into Deciding.” 


! Tell the Tale as Old as Time (roll +Sweet) 


When you try to increase Pal with someone by telling a story about 


| how successful you are, roll +sweet. You can do this any number of 


Get That Boneheaded Contraption to Work (roll +Wise) 


Roll +Wise when you want to fix something. On a 10+ you fix the 

thing. On a 7-9, you fix the thing, but it will break again later, it takes I 
a ridiculous amount of time to fix, or breaks an important tool. On | 
a 6 or less, prepare for the worst. I 


Just Keep Swimming (roll +Brave) | 


Roll +Brave when you fail at another move, by confronting the 
challenge again with a renewed vigor. If you roll a 7+ you are able 
to accomplish whatever move you had tried before. On a 10+ you l 
get a +1forward for any other moves having to do with the challenge | 
or results of that challenge. On a 6 or less, your inner spark fizzles 
and you suffer +1Shock, but can avoid that by forfeiting experience. | 


Find Out What All This Is (roll +Wise) 


l 
CHOLERIC (short-tempered, leading, confident) MELANCHOLIC (anadvtical, wise, quiet) 
l 


Expose Those Who Don’t Think (roll +Wicked) 


Move when a character does something that you are not happy 
about. Insult them and then roll +Wicked. On 10+ the character 
you insulted is dismayed, and the character takes +1shock. On a 
7-9 the character you insulted is debilitatingly angry, and a PC 
gets a -1Forward. On a 6 or less, prepare for a terrible reaction. 
If you miss against a PC, they get +1Experience for taking a -1Pal 
with you. 


Show How Snakelike You Can Be (Move Bonus) 


Get a +1 to your “Bare Your Teeth and Ambitions” move by 
including an empty and ridiculous threat. 


Let It Go (Move Bonus) 


Get a +1 to harm whenever you fight angry. 


Expose Those Who Don’t Think (roll +Wicked) 


Move when a character does something that you are not happy 
about. Insult them and then roll +Wicked. On 10+ the character 
you insulted is dismayed, and the character takes +1shock. On a 
7-9 the character you insulted is debilitatingly angry, and a PC 
gets a -1Forward. On a 6 or less, prepare for a terrible reaction. 
If you miss against a PC, they get +1Experience for taking a -1Pal 
with you. 


Show How Snakelike You Can Be (Move Bonus) 


Get a +1 to your “Bare Your Teeth and Ambitions” move by 
including an empty and ridiculous threat. 


Let It Go (Move Bonus) 


Get a +1 to harm whenever you fight angry. 


Roll +Wise. On a 7+ you find the information you were looking for. 
On a 10+ can choose an additional affect: You discovered a litany of 
information and so all of your moves as a result gets a +1forward; l 
The Narrator reveals another secret that you were not looking for; | 
or your research explains a great deal more, restoring -1Shock. On I 
a 6 or less you get a -1forward while taking future moves using the 
information. 


Get That Boneheaded Contraption to Work (roll +Wise) | 


Roll +Wise when you want to fix something. On a 10+ you fix the I 
thing. Ona 7-9, you fix the thing, but it will break again later, it takes | 
a ridiculous amount of time to fix, or breaks an important tool. On 

a 6 or less, prepare for the worst. I 


Just Keep Swimming (roll +Brave) 


Roll +Brave when you fail at another move, by confronting the | 
challenge again with a renewed vigor. If you roll a 7+ you are able | 
to accomplish whatever move you had tried before. On a 10+ you 
get a + 1forward for any other moves having to do with the challenge 
or results of that challenge. On a 6 or less, your inner spark fizzles l 
and you suffer +1Shock, but can avoid that by forfeiting experience. 


| times up to +3pal. On 7+ you get a +1pal with that person. On 10+ 


they also get +1experience if they increase their pal with you by one 
as well. On a 6 or lower the story does not work; they see through 
you and can take +1experience for taking -1pal with you. 


Don’t Let Fear Control You (roll +Brave) 


Move if you continue to confront a danger that has caused you harm 
or shock, roll +Stout. On a 7+ you get a +1forward on any move 
against that danger. On a 10+ any harm or shock that you just 
withstood is turned back onto the source of it, even if he or she 
already sustained harm or shock. On a 6 or less, you succumb to the 


PHLEGMATIC (meek, relaxed, peaceful) 


Let Your Conscious Be Your Guide (Stat Swap) 


| Use inspirational mannerisms, techniques, quotes or idioms to help 


prove your point, and you use roll+Wise instead of roll +Sweet when 
you move to “Charm A Heart Into Deciding.” 


Tell the Tale as Old as Time (roll +Sweet) 


I When you try to increase Pal with someone by telling a story about 


how successful you are, roll +sweet. You can do this any number of 
times up to +3pal. On 7+ you get a +1pal with that person. On 10+ 
they also get +1experience if they increase their pal with you by one 
as well. On a 6 or lower the story does not work; they see through 
you and can take +1experience for taking -1pal with you. 


Don’t Let Fear Control You (roll +Brave) 


Move if you continue to confront a danger that has caused you harm 
or shock, roll +Stout. On a 7+ you get a +1forward on any move 
against that danger. On a 10+ any harm or shock that you just 
withstood is turned back onto the source of it, even if he or she 
already sustained harm or shock. On a 6 or less, you succumb to the 
fear and get a -1forward on any move against that danger. 


l 

eee al 
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CHOLERIC (short-tempered, leading, confident) | | MELANCHOLIC (analytical, wise, quiet) I 
l 
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Find Out What All This Is (roll +Wise) 


Roll +Wise. On a 7+ you find the information you were looking for. 
On a 10+ can choose an additional affect: You discovered a litany of | 
information and so all of your moves as a result gets a +1 forward; 
The Narrator reveals another secret that you were not looking for; 
or your research explains a great deal more, restoring -1Shock. On 
a 6 or less you get a -1forward while taking future moves using the | 
information. 


PHLEGMATIC (meek, relaxed, peaceful) 


Let Your Conscious Be Your Guide (Stat Swap) 


Use inspirational mannerisms, techniques, quotes or idioms to help 
prove your point, and you use roll+Wise instead of roll +Sweet when 


| you move to “Charm A Heart Into Deciding.” 


! Tell the Tale as Old as Time (roll +Sweet) 


When you try to increase Pal with someone by telling a story about 


| how successful you are, roll +sweet. You can do this any number of 


Get That Boneheaded Contraption to Work (roll +Wise) I 


Roll +Wise when you want to fix something. On a 10+ you fix the | 
thing. On a 7-9, you fix the thing, but it will break again later, it takes 

a ridiculous amount of time to fix, or breaks an important tool. On | 
a 6 or less, prepare for the worst. I 


Just Keep Swimming (roll +Brave) | 


Roll +Brave when you fail at another move, by confronting the | 
challenge again with a renewed vigor. If you roll a 7+ you are able 
to accomplish whatever move you had tried before. On a 10+ you l 
get a +1 forward for any other moves having to do with the challenge | 
or results of that challenge. On a 6 or less, your inner spark fizzles l 
and you suffer +1Shock, but can avoid that by forfeiting experience. 


times up to +3pal. On 7+ you get a +1pal with that person. On 10+ 
they also get +1experience if they increase their pal with you by one 
as well. Ona 6 or lower the story does not work; they see through 
you and can take +1experience for taking -1pal with you. 


Don’t Let Fear Control You (roll +Brave) 


Move if you continue to confront a danger that has caused you harm 
or shock, roll +Stout. On a 7+ you get a +1forward on any move 
against that danger. On a 10+ any harm or shock that you just 
withstood is turned back onto the source of it, even if he or she 
already sustained harm or shock. On a 6 or less, you succumb to the 
fear and get a -1forward on any move against that danger. 


3< Cut on dotted line and paste into Personality section of your character sheet 


UNEMPLOYED 


Accomplish the Impossible (Move Bonus) 


Choose a talent and a corresponding stat bonus (no more than 
+3): Actor, +1Stout when you perform in order to Go the Distance; 
Musician, +1Sweet when you play music or sing in order to Charm 
a Heart into Deciding; Dancer, +1Brave when you dance in order to 
Be Bold and Daring; Comedian, +1 Wicked when you use humor to 
Bare Your Teeth and Ambitions; Artist, +1 Wise when you use art in 
order to Dig a Little Deeper 


Make What is Inside of You Count (Move Bonus) 


Before doing a stunt that requires a major feat of strength, agility, 
or endurance move to take a moment and find the inner hero that 
will rise and conquer all odds and then add +2 to Go the Distance. 


Take a Little Snack, Guys (roll +Wicked) 


Move when you want to skillfully steal something. Roll +Wicked. 
On a 10+ you take it without being detected. On a 7-9, you take it, 
but you are noticed. On a 6 or less, you are unable to take it and 
are also noticed. 


UNEMPLOYED 


Accomplish the Impossible (Move Bonus) 


Choose a talent and a corresponding stat bonus (no more than 
+3): Actor, +1Stout when you perform in order to Go the Distance; 
Musician, +1Sweet when you play music or sing in order to Charm 
a Heart into Deciding; Dancer, +1Brave when you dance in order to 
Be Bold and Daring; Comedian, +1 Wicked when you use humor to 
Bare Your Teeth and Ambitions; Artist, +1 Wise when you use art in 
order to Dig a Little Deeper 


Make What is Inside of You Count (Move Bonus) 

Before doing a stunt that requires a major feat of strength, agility, 
or endurance move to take a moment and find the inner hero that 
will rise and conquer all odds and then add +2 to Go the Distance. 


Take a Little Snack, Guys (roll +Wicked) 


Move when you want to skillfully steal something. Roll +Wicked. 
On a 10+ you take it without being detected. On a 7-9, you take it, 
but you are noticed. On a 6 or less, you are unable to take it and 
are also noticed. 


UNEMPLOYED 


Accomplish the Impossible (Move Bonus) 


Choose a talent and a corresponding stat bonus (no more than 
+3): Actor, +1Stout when you perform in order to Go the Distance; 
Musician, +1Sweet when you play music or sing in order to Charm 
a Heart into Deciding; Dancer, +1Brave when you dance in order to 
Be Bold and Daring; Comedian, +1 Wicked when you use humor to 
Bare Your Teeth and Ambitions; Artist, +1 Wise when you use art in 
order to Dig a Little Deeper 
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| Make What is Inside of You Count (Move Bonus) 
y Before doing a stunt that requires a major feat of strength, agility, 
| or endurance move to take a moment and find the inner hero that 
| will rise and conquer all odds and then add +2 to Go the Distance. 
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Take a Little Snack, Guys (roll +Wicked) 


Move when you want to skillfully steal something. Roll +Wicked. 
On a 10+ you take it without being detected. On a 7-9, you take it, 
but you are noticed. On a 6 or less, you are unable to take it and 
are also noticed. 


The Happiest APOCALYPSE On Earth 


4 


; SERVICE INDUSTRY 


Roll +Sweet for NPCs or +Pal for PCs. On 7+ the NPC or PC loses 
-1Shock from your words. On a 10+ the NPC will become endeared 
to you and help with your next move within reason and a you get 
+1 Pal with a PC. On a 6 or less, you cause more harm than good 
and the person sustains an additional shock, and if a PC can accept 
+1Shock for +1Experience. 


I 
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! Show That You’re a Hugger (Stat Swap) 
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When you Break Some Femurs, you may roll +Sweet instead of 
+Wicked, but you must handle the move in a sincerely friendly way. 


Have the Exceptionally Rare (roll +Wicked/+Pal) 


Roll +wicked when you want to acquire merchandise worth more 
bucks than you have. On a 10+ you are able to get the item for free 
from a trusted contact in the park. On a 7-9 you are able to get the 
item for fewer bucks than you have and it takes a few hours in order 
to get it. On a 6 or less you can only get the item at the amount of 
bucks it is worth. 


| SERVICE INDUSTRY 


Make Sure It'll All Turn Out Right in the End (+Sweet/+Pal) 


Roll +Sweet for NPCs or +Pal for PCs. On 7+ the NPC or PC loses 
-1Shock from your words. On a 10+ the NPC will become endeared 
to you and help with your next move within reason and a you get 
+1 Pal with a PC. On a 6 or less, you cause more harm than good 
and the person sustains an additional shock, and if a PC can accept 
+1Shock for +1Experience. 


Show That You’re a Hugger (Stat Swap) 
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| When you Break Some Femurs, you may roll +Sweet instead of 
| +Wicked, but you must handle the move in a sincerely friendly way. 
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Have the Exceptionally Rare (roll +Wicked/+Pal) 


Roll +wicked when you want to acquire merchandise worth more 
bucks than you have. On a 10+ you are able to get the item for free 
from a trusted contact in the park. On a 7-9 you are able to get the 
item for fewer bucks than you have and it takes a few hours in order 
to get it. On a 6 or less you can only get the item at the amount of 
bucks it is worth. 


Make Sure It’ll All Turn Out Right in the End (+Sweet/+Pal) 


Roll +Sweet for NPCs or +Pal for PCs. On 7+ the NPC or PC loses 
-1Shock from your words. On a 10+ the NPC will become endeared 
to you and help with your next move within reason and a you get 
+1 Pal with a PC. On a 6 or less, you cause more harm than good 
and the person sustains an additional shock, and if a PC can accept 
+1Shock for +1Experience. 


Show That You’re a Hugger (Stat Swap) 
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| When you Break Some Femurs, you may roll +Sweet instead of 
I +Wicked, but you must handle the move in a sincerely friendly way. 
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Have the Exceptionally Rare (roll +Wicked/+Pal) 


Roll +wicked when you want to acquire merchandise worth more 
bucks than you have. On a 10+ you are able to get the item for free 
from a trusted contact in the park. On a 7-9 you are able to get the 
item for fewer bucks than you have and it takes a few hours in order 
to get it. On a 6 or less you can only get the item at the amount of 
bucks it is worth. 


Use This Metal, Uh, Looking ... Thing (roll +Stout) | 


Roll +Stout when you want to operate heavy machinery or vehicles. | 
On a 10+ you use the machine or device, and it operates as intended. | 
On a 7-9, you are able to operate the device for the moment, but 
you will need to Be Bold and Daring to continue doing so. On a 6 I 
or less, you have broken the machine beyond repair. 


Make a Bare Necessity (roll +Wise) 


Roll +Wise when you adapt, change, or improve upon an object. 
On a 7-9, your work adds a +1armor, +1ward, +1shock, or +1harm 
depending upon your alterations. On a 10+ choose an additional 
+larmor, +1ward, +1shock, or +1harm. On a 6 or less, you run 
into trouble. 


Tell The Computer You Want to Live (roll +Wise) 


When you need to mess with computers, roll +Wise. On a 10+ 
you successfully accomplish your task. On a 7-9 you accomplish 
your task, but you’ve created another related issue or problem. 
On a 6 or less you've crashed the computer beyond repair, you’ve 
triggered computer alarm systems, or your task appeared to work, 


BLUE COLLAR | 
Use This Metal, Uh, Looking ... Thing (roll +Stout) 


Roll +Stout when you want to operate heavy machinery or vehicles. 
On a 10+ you use the machine or device, and it operates as intended. | 
On a 7-9, you are able to operate the device for the moment, but 
you will need to Be Bold and Daring to continue doing so. On a 6 
or less, you have broken the machine beyond repair. 


Make a Bare Necessity (roll +Wise) 


Roll +Wise when you adapt, change, or improve upon an object. 
On a 7-9, your work adds a +1armor, +1ward, +1shock, or +1harm 
depending upon your alterations. On a 10+ choose an additional 
+larmor, +1ward, +1shock, or +1harm. On a 6 or less, you run 
into trouble. 


Tell The Computer You Want to Live (roll +Wise) 


When you need to mess with computers, roll +Wise. On a 10+ 
you successfully accomplish your task. On a 7-9 you accomplish 
your task, but you’ve created another related issue or problem. 
On a 6 or less you’ve crashed the computer beyond repair, you’ve 
triggered computer alarm systems, or your task appeared to work, 
but actually did not. 


BLUE COLLAR 
Use This Metal, Uh, Looking ... Thing (roll +Stout) | 


Roll +Stout when you want to operate heavy machinery or vehicles. | 
On a 10+ you use the machine or device, and it operates as intended. | 
On a 7-9, you are able to operate the device for the moment, but | 
you will need to Be Bold and Daring to continue doing so. On a 6 
or less, you have broken the machine beyond repair. 


Make a Bare Necessity (roll +Wise) 


Roll +Wise when you adapt, change, or improve upon an object. 
On a 7-9, your work adds a +1armor, +1ward, +1shock, or +1harm 
depending upon your alterations. On a 10+ choose an additional 
+larmor, +1ward, +1shock, or +1harm. On a 6 or less, you run 
into trouble. 


Tell The Computer You Want to Live (roll +Wise) 


When you need to mess with computers, roll +Wise. On a 10+ 
you successfully accomplish your task. On a 7-9 you accomplish 
your task, but you’ve created another related issue or problem. 
On a 6 or less you’ve crashed the computer beyond repair, you’ve 
triggered computer alarm systems, or your task appeared to work, 
but actually did not. 


r 
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; You Help Them, Yes You Do (roll +Wise) 


- 
| 


PROFESSIONAL 
You Help Them, Yes You Do (roll +Wise) 


Roll +Wise. On a 10+ you can restore up to -2harm with another 
character. On a 7-9 you can restore -lharm or with another 
character. On a 6 or less you fumble causing an additional +1harm 
to the character, if a PC they can choose to take the harm for 
+1Experience. 


Roll +Sweet. On a 10+ you can restore up to -2 shock with another 
character. On a 7-9 you can restore -1shock or with another 
character. On a 6 or less you make things worst, causing an 
additional +1shock to the character, if a PC they can choose to take 
the shock if for +1 Experience. 


Stop Deliberate Disobedience (Stat Swapl) 


When you want to change someone’s mind or stop someone’s 
behavior but firmly and with authority, use Charm a Heart Into 
Deciding but with +Wicked, instead of +Sweet. 


PROFESSIONAL 
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Roll +Wise. On a 10+ you can restore up to -2harm with another 
character. On a 7-9 you can restore -lharm or with another 
character. On a 6 or less you fumble causing an additional +1harm 
to the character, if a PC they can choose to take the harm for 
+1Experience. 


Bid Your Cares Goodbye (roll +Sweet/+Pal) 


Roll +Sweet. On a 10+ you can restore up to -2 shock with another 
character. On a 7-9 you can restore -lshock or with another 
character. On a 6 or less you make things worst, causing an 
additional +1shock to the character, if a PC they can choose to take 
the shock if for +1 Experience. 


Stop Deliberate Disobedience (Stat Swapl) 


When you want to change someone’s mind or stop someone’s 
behavior but firmly and with authority, use Charm a Heart Into 
Deciding but with +Wicked, instead of +Sweet. 


PROFESSIONAL 
You Help Them, Yes You Do (roll +Wise) 


Roll +Wise. On a 10+ you can restore up to -2harm with another 
character. On a 7-9 you can restore -Lharm or with another 
character. On a 6 or less you fumble causing an additional +1harm 
to the character, if a PC they can choose to take the harm for 
+1Experience. 


Bid Your Cares Goodbye (roll +Sweet/+Pal) 


Roll +Sweet. On a 10+ you can restore up to -2 shock with another 
character. On a 7-9 you can restore -1shock or with another 
character. On a 6 or less you make things worst, causing an 
additional +1shock to the character, if a PC they can choose to take 
the shock if for +1 Experience. 


Stop Deliberate Disobedience (Stat Swapl) 


When you want to change someone’s mind or stop someone’s 
behavior but firmly and with authority, use Charm a Heart Into 
Deciding but with +Wicked, instead of +Sweet. 


3<. Cut on dotted line and paste into Work History section of your character sheet 


SPECIAL GUEST MOVES: 


Control Your Destiny (roll +Brave) 


Move to reveal loopholes in Mouse Park policy to get away with 
doing something wrong or against the rules in the park, Roll +Brave. 
On a 10+ you are left alone to do whatever it was they “thought” 
was against the rules but was apparently not. On 7-9, they let you 
pass or look the other way with a warning not to do it again, and 
they close the loophole so you won’t be able to try taking advantage 
of it in the future. On a 6 or less, you are caught and the natural and 
terrible consequences take place. 


Know What Fire Is and The Word “Burn.” (roll +Wise) 


Roll +Wise to find the truth of something. On a 10+, hold 3. Ona 
7-9, hold 1. When you want to find hidden meaning in something at 
Mouse Park, spend your hold to ask the Narrator questions, 1 for 1. 
Is this what it appears to be? 

© Will this hurt someone? 

© Will this help someone? 

© What is the purpose of this? 

° How can I use this to help my situation? 


© How do | get rid of this? 


Find the Second Star to the Right (roll +Wise) 


Move to access your internal map of Mouse Park and know 
immediately the quickest or most efficient way to a destination. 
Roll +Wise. On a 10+ hold 3, on a 7-9, hold 1. When you want 
to find the best way through, spend your hold to ask the Narrator 
questions, 1 for 1. 

© What is the quickest way to get to a destination? 

© What is the best way to get to a destination without being seen? 

© What is the path of least resistance? 

° Where is the best place to hide? 

° What is the best way to escape? 

© What is the best way to lose those that are following me? 
If you act on the answers, you get a +longoing as you move using 
the relevant information. On a 6 or less you chose the worst way 
through and will get a -1forward until you make it to your intended 
destination. 


Say a Wonderful Phrase (roll +Sweet) 


Whenever you say a wonderful Mouse Park phrase to a Mousineer 
in costume, he or she or it will sign an autograph for you, which 
can be used to help you later. Whenever you get an autograph in 
this way, roll +Sweet. On a 10+ hold 2, on a 7-9, hold 1. On 6 or 
less, gain experience but you do not get an autograph. When you 
want to protect yourself from something in Mouse Park, spend your 
hold for an effect. 
© Negate harm on yourself or another character (1 hold for -1harm) 
© Negate shock on yourself or another character (1 hold for -1shock) 
© Add award on yourself or another character (1 hold for +1ward) 
° Negate Twinkle on yourself or another character 


(1 hold for -1 Twinkle) 


Be a Guest (roll +Sweet) 


Your standing with Mouse Park gives you certain advantages 
and perks. Move when you want to cash in one of the perks by 
requesting it from a Mousineer. Roll +Sweet. On a 10+ choose one 
of the following perks: 

© Discount on merchandise, or access to special merchandise 

© Get to the front of the line on a ride 

© Free lunch, dinner, or drinks 

© Cash in on loyalty and get a +1forward on a move with any 

Mouse Park staff 

On a 7-9 choose a perk, but your membership is up for renewal, so 
this is the last perk you get without having to pay for a renewal. You 
must go to the Mouse Park City Hall to renew your membership 
and it takes at least an hour to do so. On a 6 or less, you cannot 
take the perk and must renew your membership, and it takes no less 
than 2 hours to do so. 


The Happiest APOCALYPSE On Earth 


SPECIAL MOUSINEER MOVES: 
Paint with the Colors of the Wind (roll +Stout) 


When you are going against someone for the same goal, your mind 
flips into competition mode so make this move when you want to 
win, Roll +Stout. On a 10+ you accomplish the goal before an 
opposing NPC, and a PC will get +1experience and +1forward if 
he or she allows you to accomplish the goal first. On a 7-9, you 
accomplish the goal at a cost, suffer your choice of +1harm or 
+1shock, or cause your choice of +1harm or +1shock, and a PC will 
get +1experience if they allow you to do so. Ona 6 or less, you do 
not accomplish the goal and should prepare for the worst. 


Wish a Dream (roll +Twinkle) 


When a character is trying to wish upon a star, touch them, or hold 
their hands, to get a blessing from the Great Mouse. Roll +Twinkle. 
On a 7+, the wish does not add a Twinkle to the character. On a 
10+, you get -1Twinkle because the mouse loves you. On a 6 or 
less, the wish proceeds as normal, the character gets +1 Twinkle and 
so do you. 


Remove the Strings That Hold You Down (Special Effect) 


Once per day you can Wish Upon A Star without accumulating a 
Twinkle. 


Fill the World With Sunshine (roll +Twinkle) 


Move when you want to use your innate understanding of the 
power of the Great Mouse to affect your environment or another 
character. This is not the same as “Wish Upon a Star” and does not 
accrue a Twinkle unless you fail. Roll +Twinkle (it is more effective 
the more wishes you have used). 


On a 10+ choose one of the following effects 

° Magical energy blasts from your fingertips or hands and strikes 
a character, causing -2 harm 

© Create a horrible vision that inflicts -2 shock on a character 
¢ A shield of magical energy deflects up to 2 harm that was just given 
© Ward up to 2 shock that was just given 
¢ Magical blessing gives you or a character +1 forward for the next hour 
° Magical aura adds +1 armor for the next hour 


On a 7-9, choose one of the following effects. 

° Magical energy blasts from your fingertips or hands and strikes 
a character, causing -1 harm 

© Create a terrible vision that inflicts -1 shock on a character 

¢ A shield of magical energy deflects up to 1 harm that was just given 

© Ward up to 1 shock that was just given 

¢ Magical blessing gives you or a character +1forward for the 
next minute 

¢ Magical aura adds +1 armor for the next minute 


On a 6 or less, there is no effect and you gain a Twinkle. 


Find Beauty from Within (roll +Sweet) 


Move to engineer a miracle, using whimsy, art, or some sort of 
theatrics or attraction that can be used once like Wish Upon a Star, 
but without accumulating Twinkle. Roll +Sweet. 


On a 10+ you’re able to create a miracle as intended right away and 
negate harm, shock, or reroll a die. On a 7-9, you’re able to create 
a miracle as intended and negate harm, shock, or reroll a die, but 
an unintended consequence also occurs that causes a new problem, 
delay, or too much attention. On a 6 or less, you fail to create the 
miracle and you gain +1 Twinkle for disrupting the Great Mouse. 


SPECIAL PERSONALITY MOVES: 


Hold Your Banner High (roll +Brave) 


Roll +Brave when you want to inspire with rallying words or song 
and improve a character’s moves. On a 7+, anyone within the sound 
of your voice gets a +1 forward. On 10+ choose one extra effect: You 
get +1Experience for being so awe-inspiring or player characters 
that are inspired by you get +1Experience for going along with what 
you say. On a 6 or less, you fail to inspire them, prepare for a terrible 


reaction and PCs get +1Experience for ignoring or mocking you. 


Welcome to Your Family (Stat Swap) 


Since everyone is your friend, you can choose to use +Sweet on every 
move that uses +Pal. 


Be Brave Enough to See Your Fate (roll +Brave) 
After you or someone in your group fails a move using +Stout, you 
can try the same move again but use +Brave instead. 


Expose Those Who Don’t Think (roll +Wicked) 


Move when a character does something that you are not happy 
about. Insult them and then roll +Wicked. On 10+ the character 
you insulted is dismayed, and the character takes +1shock. On a 7-9 
the character you insulted is debilitatingly angry, and a PC gets a 
-1Forward. On a 6 or less, prepare for a terrible reaction. If you miss 


against a PC, they get +1Experience for taking a -1Pal with you. 


Show How Snakelike You Can Be (Move Bonus) 
Get a +1 to your “Bare Your Teeth and Ambitions” move by 
including an empty and ridiculous threat. 


Let It Go (Move Bonus) 


Get a +1 to harm whenever you fight angry. 


Find Out What All This Is (roll +Wise) 


Roll +Wise. On a 7+ you find the information you were looking for. 
On a 10+ can choose an additional affect: You discovered a litany of 
information and so all of your moves as a result gets a +1 forward; 
The Narrator reveals another secret that you were not looking for; 
or your research explains a great deal more, restoring -1Shock. On 
a 6 or less you get a -1forward while taking future moves using the 
information. 


Get That Boneheaded Contraption to Work (roll +Wise) 


Roll +Wise when you want to fix something. On a 10+ you fix the 
thing. On a 7-9, you fix the thing, but it will break again later, it 
takes a ridiculous amount of time to fix, or breaks an important 
tool. On a 6 or less, prepare for the worst. 


Just Keep Swimming (roll +Brave) 


Roll +Brave when you fail at another move, by confronting the 
challenge again with a renewed vigor. If you roll a 7+ you are able to 
accomplish whatever move you had tried before. On a 10+ you get 
a +1forward for any other moves having to do with the challenge 
or results of that challenge. On a 6 or less, your inner spark fizzles 
and you suffer +1Shock, but can avoid that by forfeiting experience. 


Let Your Conscious Be Your Guide (Stat Swap) 


Use inspirational mannerisms, techniques, quotes or idioms to help 
prove your point, and you use roll+Wise instead of roll +Sweet when 


you move to “Charm A Heart Into Deciding.” 


Tell the Tale as Old as Time (roll +Sweet) 


Roll +Sweet. On 7+ you get a +1Pal with that person. On 10+ they 
also get +1Experience if they increase their Pal with you by one as 
well. Ona 6 or lower the story does not work, and they see through 
you, causing them the option to take +1Experience for taking a 
-1Pal with you and you can choose to forfeit your experience to 


avoid taking -1Pal with them as well. 


Don’t Let Fear Control You (roll +Brave) 


Move if you continue to confront a danger that has caused you 
harm or shock, roll +Stout. On a 7+ you get a +1forward on any 
move against that danger. On a 10+ any harm or shock that you 
just withstood is turned back onto the source of it, even if he or she 
already sustained harm or shock. On a 6 or less, you succumb to the 
fear and get a -1forward on any move against that danger. 


SPECIAL WORK EXPERIENCE MOVES: 


Accomplish the Impossible (Move Bonus) 


Choose a talent and a corresponding stat bonus (no more than 
+3): Actor, +1Stout when you perform in order to Go the Distance; 
Musician, +1Sweet when you play music or sing in order to Charm 
a Heart into Deciding; Dancer, +1 Brave when you dance in order to 
Be Bold and Daring; Comedian, +1 Wicked when you use humor to 
Bare Your Teeth and Ambitions; Artist, +1 Wise when you use art in 


order to Dig a Little Deeper 
Make What is Inside of You Count (Move Bonus) 


Before doing a stunt that requires a major feat of strength, agility, 
or endurance move to take a moment and find the inner hero that 


will rise and conquer all odds and then add +2 to Go the Distance. 


Take a Little Snack, Guys (roll +Wicked) 


Move when you want to skillfully steal something. Roll +Wicked. 
On a 10+ you take it without being detected. On a 7-9, you take it, 
but you are noticed. On a 6 or less, you are unable to take it and 
are also noticed. 


Make Sure It'll All Turn Out Right in the End (+Sweet/+Pal) 


Roll +Sweet for NPCs or +Pal for PCs. On 7+ the NPC or PC loses 
-1Shock from your words. On a 10+ the NPC will become endeared 
to you and help with your next move within reason and a you get 
+1 Pal with a PC. On a 6 or less, you cause more harm than good 
and the person sustains an additional shock, and if a PC can accept 


+1Shock for +1Experience. 


Show That You're a Hugger (Stat Swap) 


When you Break Some Femurs, you may roll +Sweet instead of 
+Wicked, but you must handle the move in a sincerely friendly way. 


Have the Exceptionally Rare (roll +Wicked/+Pal) 


Roll +Wicked to acquire something. On a 10+ you are able to get 
the item for free from a trusted contact in the park as soon as you 
are able to find that person. On a 7-9 you are able to get the item 
at a small cost and it takes a few hours in order to get it. On a 6 
or less you can only get the item at a premium and you'll have to 
wait a full day. 


Use This Metal, Uh, Looking ... Thing (roll +Stout) 


Roll +Stout when you want to operate heavy machinery or vehicles. 
On a 10+ you use the machine or device, and it operates as intended. 
On a 7-9, you are able to operate the device for the moment, but you 
will need to Be Bold and Daring to continue doing so. On a 6 or less, 
you have broken the machine beyond repair. 


Make a Bare Necessity (roll +Wise) 


Roll +Wise when you adapt, change, or improve upon an object. 
On a 7-9, your work adds a +larmor, +1ward, +1shock, or +1harm 
depending upon your alterations. On a 10+ choose an additional 
+larmor, +1ward, +1shock, or +1harm. On a 6 or less, you run into 
trouble. 


Tell The Computer You Want to Live (roll +Wise) 


When you need to mess with computers, roll +Wise. On a 10+ you 
successfully accomplish your task. On a 7-9 you accomplish your 
task, but you’ve created another related issue or problem. On a 6 
or less you’ve crashed the computer beyond repair, you’ve triggered 
computer alarm systems, or your task appeared to work, but 
actually did not. 


You Help Them, Yes You Do (roll +Wise) 


Roll +Wise. On a 10+ you can restore up to -2harm with another 
character. On a 7-9 you can restore -lharm or with another 
character. On a 6 or less you fumble causing an additional +1harm 
to the character, if a PC they can choose to take the harm for 
+1Experience. 


Bid Your Cares Goodbye (roll +Sweet/+Pal) 


Roll +Sweet. On a 10+ you can restore up to -2 shock with another 
character. On a 7-9 you can restore -1shock or with another 
character. On a 6 or less you make things worst, causing an 
additional +1shock to the character, if a PC they can choose to take 
the shock if for +1 Experience. 


Stop Deliberate Disobedience (Stat Swapl) 


When you want to change someone’s mind or stop someone’s 
behavior but firmly and with authority, use Charm a Heart Into 
Deciding but with +Wicked, instead of +Sweet. 
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MOUSE PARK: 


THEMED AREA: THEMED AREA: 


Attraction Tags (choose up to 3) 
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Moving animatronics with 
voices/actions/singing 
Carriage: Mobile cart or 
carriage pulled through 
walkways, automated or 
by horse 

Cars: Independently 
operated vehicles in a 
contained area, go-carts, 
bumper cars, etc. 

Drop: Tower with an 
elevator mechanism or 
seats that drop from tall 
heights 

Effects: Pyrotechnics, 
special effects, light 
shows, etc. 

Film: Movie screen(s) 

or 3D 

Gondola: Slow moving 
cart on a track in a line, 
moves guests through an 
enclosed/dark attraction 
Gym: Play area, jungle 
gym, apparatus for 
climbing/playing, for 
young kids 

Kids: Safe for young kids 
Licensed: Themed from 
a movie, video game, TV 
show, etc. 


Weird Tags (choose up 1) 


Above: ethereal, angelic, 
or holy 

Below: demonic, evil, or 
abominable 

Psychotic: crazy, insane, 
or unpredictable 
Desolate: abandoned, 
creepy, or unsettling 
Horrific: scary, 











































































































































































































Grill 

Pizza/Pasta 
Snacks/Beverages 
Ice Cream/Dessert 


WHAT IS IT 
























































Maze: Walk-through, 
with special discoveries 
and interaction 
Museum: Interactive 
displays 

Parade: Parade, or 
moving presentation, 
with entertainment, 
dancing, singing, etc. 
Pendulum: Gondolas on 
an axle that swing, or a 
large boat that swings 
Rail: On a rail 

how: Scheduled 
resentation, live 
erformance, or 
nimatronics 

ide: A ramp or slide 
wing: Twirling 
pparatus with swings, 
r gondolas 

hrill: Fast-moving, for 
der kids or adults 
Water: Run with or 
through water (rivers, 
lakes, waterways, etc.) 
Wheel: Gondolas 
arranged around a 
wheel, e.g. Ferris Wheel 


Wn 


Lio} 


io] 


op NN 





oH 


horrifying, or traumatic 
Consuming: insatiable, 
destructive, or ravenous 
Perverse: unnatural, 
cursed, perverted 
Grotesque: gory, 
disgusting, repulsive 
Desperate: wild, reckless, 
dangerous 


ining/Shopping (optional addition) 


International 
Breakfast/Coffee 
Clothing 
Merchandise/Toys 
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Licensed: Themed from 
a movie, video game, TV 
show, etc. 


Above: ethereal, angelic, 
or holy 

Below: demonic, evil, or 
abominable 

Psychotic: crazy, insane, 
or unpredictable 
Desolate: abandoned, 
creepy, or unsettling 
Horrific: scary, 


O Maze: Walk-through, 
with special discoveries 
and interaction 
Museum: Interactive 
displays 
Parade: Parade, or 
moving presentation, 
with entertainment, 
dancing, singing, etc. 
Pendulum: Gondolas on 
an axle that swing, or a 
large boat that swings 
Rail: On a rail 
Show: Scheduled 
presentation, live 
performance, or 
animatronics 
Slide: A ramp or slide 
Swing: Twirling 
apparatus with swings, 
or gondolas 
Thrill: Fast-moving, for 
older kids or adults 
Water: Run with or 
through water (rivers, 
lakes, waterways, etc.) 
Wheel: Gondolas 
arranged around a 
wheel, e.g. Ferris Wheel 








Weird Tags (choose up 1) 


horrifying, or traumatic 
O Consuming: insatiable, 
destructive, or ravenous 
© Perverse: unnatural, 
cursed, perverted 
O Grotesque: gory, 
disgusting, repulsive 
© Desperate: wild, reckless, 
dangerous 


ining/Shopping (optional addition) 
Grill 
Pizza/Pasta 
Snacks/Beverages 
Ice Cream/Dessert 


WHAT IS IT 


© International 

O Breakfast/Coffee 
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Maze: Walk-through, 
with special discoveries 
and interaction 
Museum: Interactive 
displays 

Parade: Parade, or 
moving presentation, 
with entertainment, 
dancing, singing, etc. 
Pendulum: Gondolas on 
an axle that swing, or a 
large boat that swings 
Rail: Ona rail 
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presentation, live 
performance, or 
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Slide: A ramp or slide 
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Thrill: Fast-moving, for 
older kids or adults 
Water: Run with or 
through water (rivers, 
lakes, waterways, etc.) 
Wheel: Gondolas 
arranged around a 
wheel, e.g. Ferris Wheel 
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Perverse: unnatural, 
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Grotesque: gory, 
disgusting, repulsive 
Desperate: wild, reckless, 
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